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DOUBLE TRKE 

Its program code, graphic representation, and artwork are the copyright of Ocean Software 
Limited and may not be reproduced, stored, hired or broadcast many form whatsoever without 
the written permission of Ocean Software Limited All rights reserved viforldwkfe, Double Take 
runs on the Commodore 64/128 micro computers. 


THEGAME 

The year 2008, the lime mid-day, ihe place a rather large, computer controlled "Physical Particle 
Investigation Unit 1 ' out in the middle of a bleak and lonely landscape, where the only sounds are 
The how I i ng wind s an d l he di sla nt hu m of t he pa rt i cle accelerator ben eath t he grow nd. 

A young research assistant is sitting at his terminal drinking his umpteenth coffee and totally 
oblivious to the momentous chain reaction that his experiment is creating; His investigation into 
the inherent instability factors of particles of "antimatter'' when held for periods of greater than a 
few seconds should not have raised marry eyebrows; unfortunately for him, a great interest was 
being shown by a being of a different state; this being is SUMINK! 

In life there are always mirrors, doubles. Nothing is totally unique Few however would have 
believed that I heir whole universe was 'doubled' that for every objet I in our universe there was 
a similar object in an opposite universe. This opposite universe was Sumink's, Fate however was 
as twisted as usual and Sumink was bored! He was a warrior without a battle, a life without 
meaning but not without hope. His hope? That a channel could lie found between his universe 
and ours. 

Suddenly the stability alarms sounded! The assistant found the room slipping away from him, his 
movements were becoming frozen, his reality, no longer real. Sumink had, through a particle of 
an "anti-matter" found his charnel and was not going to wait for a second chance. The assistant 
was thrown into the sixth dimension where stability is a dream and reality a myth but where the 
ba tt I es a re j usl as dead ly. 

The two universes collide briefly, both are made unstable, objects pass between them and a slate 
of flux is set up between our positive universe and Sumink's negative one. 

This collision results in several different events. 

1. Objects from our universe swap places with their opposites in Suminks universe 

2. A "sparkling cloud" is created. This is a tunnel between the two sides; contact with this cloud 
will transport you to the other side! 

3. The universe constantly changes and you may suddenly be transported to the other side, if 
you are not in a stable room. 


THE GAME OBJECTIVE 

1. TO PLACE ALL OBJECTS INTO THEIR CORRECT UNIVERSE. 

2. DEFEAT SUMINK (ONCE STAGE ONE IS COMPLETE), 


LOADING 

Select 64 mode. Insert joystick plug into port two of your C64/I28. Turn on the disk drive insert 
the program into the drive with the label facing upwards type load (RETURN) the 
introductory screen will appear and the program will then load automatically 


CONTROLS 


The program is controlled by Joystick in Port 2. 


JOYSTICK 


UP 


UP LEFT 
LEFT 

DOWN LEFT 



UP RIGHT 
■ RIGHT 
DOWN RIGHT 


DOWN 


FIRE-ARE 


EXTRA CONTROLS JOYSTICK/KEYBOARD 

1. To pick up an object press "DOWN + FIRE" 
l . To drop on object press' 'SPACE" 

1, To use the "sparkling cloud' 1 press "FIRE" when you are over the cloud, 

4. lb move through whirlwinds tdoorsl, place Hero above the do or and press Down +■ Fire, 
(Control of (he Hero will be removed from the player if correctly placed). 

5. To move through the Cyclotron (blue tunnell go to edge and press "FIRE" 
b. lo move through Port Holes* place Hero on lop press "FIRf" 

7. Note that left and right are reversed in the negative universe, {but not in the Cyclotron)! 


PLAYING 

The game is set inside i he complex itself and using the cyclotron as a passage to certain parts* which 
cannot be reached otherwise, you must ensure the whole complex is stable, {including the complex 
in the negative universe). 

You play the part of the assistant, whose task is to stablise the two Universes by finding the correct 
location for any object which has been transported tods opposite universe. When this task has been 
accomplished you must then do battle with Sumink; this takes place inside ihe negative Universe. 
Defeat h i m to win t he game! 


OBJECTS 

Every object in our universe has a "Double" in Sumink's universe. 

1 f one of our objects h as t ravel led to h i s u n i verse then its opposite has t ravel led to ours. 

Only in rooms which are unstable has there been a swapping of objects. 

Transportation of an object without that object having been "stabilised" will change the object 
carried into its double! 

To transport an object back lo its correct universe the object must have been stabilised by activating 
Ihe "sparkling cloud" when carryingan object. 


SPARKLING CLOUD 

This has the ability lo allow you lo cross between the two universes whilst keeping your object in the 
sa me stale. 

To activate the "sparkling cloud" place the hero over it and press "FIRE". If the "sparkling cloud" has 
been activated your object will remain the same* as the universe about you changes. 

The "sparklingcloud" travels along all the parts of the complex but will not enter the cyclotron 
f there i s a ' 'spark I i ng c I oud " i n bom u n iverses]. 




THE DISPLAY PANEL 

(Bottom oil screen]. 



KEY 

A Your strength is shown by the green/red energy bar. Energy can only be lost and must be 

conserved. All contact with aliens decreases your energy, also the particle inside the Cyclotron 
(particle acceleration) will on collision with you decrease your energy! These particles can be 
bred at. 

B The Universe Time Indicator; the sliding pointer at the bottom shows you when the universe is 
going to change. The electrons in your display screen (see electron display) will achieve infinite 
mass when the universe is due to change, you will be unable to change rooms or manipulate 
objects whilst this state is active, 

C Electron Display; Each double room i.e. a ''Room 1 ' plus Its mirror in tbe negative universe is 
represented by a single Electron, There are sixteen rooms in each universe therefore there ate 
sixteen electrons. 

These rooms can either be stable or unstable. 

When you visit each room for the first lime, its electron will appear in the atom displayed on the 
lower right screen. When you are in a room, the electron representing that room will Nash. 

If both rooms in each universe are stable, this electron will be green; if both rooms are unstable, it 
will be red, or if one is stable and the other is not, it wilt be blue. 

D The screen on the lefl displays the object you are carrying in its current state, On the right of this 
screen are three lights 

(1) Top light wilt be red if the object is in incorrect universe, green if correct. 

(2i Centre light will be red if you are in incorrect room, green if correct. 

(3) Bottom light will be red if the object is in the wrong stale (positive in a negative universe, for 
example), green if in the right state. 

All three lights, therefore, need to be green before you can successfully find it J s right position in 
the room. 

The lights will remain green if the object is correctly placed and you will be unable to pick it up 
again, but will go red otherwise. 

E When al I room s have been slab i I ised, you m ust fi nd 5 urn! nk i n t h e n egat i ve uni verse a nd defea i 
him. 


DOUBLE TAKE 

This software product has been carefutlydeveloped and manufactured to the highest quality 
standards. Please read carefully the instructions for loading. 

!F FOR ANY REASON YOU HAVE DIFFICULTY IN RUNNING THE PROGRAM. AND BELIEVE 
THAT THE PRODUCT IS DEFECTIVE, PLEASE RETURN IT DIRECT TO: 

MR. YATES, OCEAN SOFTWARE LIMITED, 6 CENTRAL STREET, MANCHESTER M2 SNS. 

Our quality control department will test the product and supply an immediate replacement if we 
find a fault. If we cannot find a fault the product will be returned to you al no charge, Please note 
that this does not affect your statutory rights. 

Produced by D,C. Ward, 

©l 986 Ocean Software Limited. 

Game Design Copyright Denton Designs Limited. 




























LE DOUBLE UNIVERS 

Son programme sa representation jpapfwqueet vi conception artistiqm- Mint la pi*ifmeto deOit-an Software limited »•« ih nepouvrnl rtrr 
ri-produrts. stockr*. lours ou tfclfuM** sous qodquc forme quo ce soft sans La (MiMHion it nte do ()cean Software limited Tout droits 
reserve* dans le monde entier DOUBLE TAKE posse sur los micro-! udmateurs Commodore M/12B 

LEJEU 

Nixus Minmn's eri i .in JtXJB il est midi et nous nous trouvons dons un endroit asscz vaste, un "ensemble dr- ret hiii ho do |il»ysH|ii<- des 
portlculot" situe dons un endroit vurv.igi- it desalt* habye par les vents et bercc par ft* ronronnrmenl do far crier ateur do (urtn uk*» 
pruvenant de li surface du sol 

Un >eune assistant est assrs devant son terminal, on train do holre sa itueme tasse dr-1 ale. ayant oubkt- |»our un moment la puissinte 
reaction on chaine crew par son experience Sa ret here ho sur le* far tours dmstabilile foodiroentale des partic ulos tfaniinwlK-n- quand 
Hits sunt mamtenut-s ensemble pendml une rfuree supfrieun- a qurlqui-s seconde* naur.ut pas du susciter beaut oup de re-act Mins 
malhetireusi-rnent pour lui. cdt a evriie I'mterit d un ctre d une nature- different!!, f s'agit dc- SUMINK’ 

Dans la vie-, if y a tou|i»urs des mlroirv des doubles Rien n est vr.lament unir|ue ToirtHni*. fieu dr- gens c mrraient qur- U-ur umsers tout entier 
posvi-de un drxubk*. c 'est a dare que pour t haque r ibjet se Uouv.uit dins nr>tn- unisrrs. il rxrstr cm i >b|ct sembbbk- dans un uoisvrs i >ppose 
Cct univers est celui de Sumink. Mats, tomme a IKibitude, le sort sen mNe rt Sumink s ennuie' Cost cm gm-rm-c sans cause pour laqudle 
ve battre. sans but dans la vie mats n< m sans espott Son espoir' Qu'un passage puissr- rtn* I rouse entre- m in umsers ct U- ndtn- 
Soudam. TaLarme dc* stabihte retentitl l assistant s'apercut qur la pare r sc- ck-mhait sous lui. ses mousensents sunmobtlisaient. sa reallto 
tait en tram do disparaitre. Sumrnk gfice a une partic ulc- dantimuiR-n- .wall reussi a trouser son passage* et il n albit pas altrndre quon lui 
•fire une secorade chance Lassistant avail rte |etr dans la vxietm* dimension ou b stabiftle est un rrSs- el Li reaUte un mythe. mars ou U-s 
sitailles sont tout aussi meurtrir-rrs <|u aibeuts 

es deux unrvers s'entrechoquent poor Lint unr- pern »de bri-vc r e qui les rend tnus k-s deux instable* les objets passent de Tun a lautn- et 
un flux seta Wit entre noire urwvers (Hisitif et I’umvers negatif de Summk. 

Cette collision provoque different* phenomencs 

1 tes obft-ts de noire unrvers permuttent a vet leurs doubles dans f univers de Sumink 

2. Un "nuagr sc intiftant" esl rree Un tunnH existe entre les deux cotes, si sous entre/ en cantor t avtx le tunnel, il sums transporter.! de 
I’autre coif 1 

3. L'unrvers change constomment et s« vous n£tes pas dons une pkne slabk*. sous pouvev de (aeon souckiine etre transport/- de I'autre 


L'Objectif du |eu 

1 PLACER TOUS US OB|l TS DANS LE BON UNIVERS 
2: VAINCRE SUMINK IUNE fOIS QL* IE STADE 1 EST TERMINE) 


CHARGEMENT 

Sekx tumor/ fnncfmn M Insere/ b prise du k-vic-r au port 2 de voire C64/128 Mettr-/ l unate de lecture de disque sur b position marche. 
place*/ k* programme dins 1‘unite rk- let tun-, c ote imprime vers k- haul lapez load "HI RETURN- lee ran dintmdui tion apparaitra it k- 
programme se chargera .lutamatiqucmont 

COMMANDES 

le >eu se |oue avec un levier au FVirt 2. 


IN HAUL 


ENHAUT A GAUCHE 
A GAUCHE - 
IN BAS A GAUCHE 



EN HALIT A DROITE 
A DROITE 
EN BAS A DROITE 


ENBAS 
FIRE - TEU 


COMMANDES SUPPLEMENTAIRES LEVIER CLAVIER 

i F’ocm ramosser un obfet, appuyez sur "EN BAS r f ire •* 

Pour larsser tnmher un objel. ap|Hiyez sur “SPACE " 

J. Pour utilrser le “nuage scmtilbnt." appuyez sur "FIRE" quand vous vuus trouvr/ au-dessus du nuagr. 

T P»ur traverser les tourbilloos (portesl, place/ le Hero* au-ck-vsus de b porte !t appuyt-/ sur En Bas et feu 
lie (oucur ne contrdlera plus k* Hkm sil est plate c orrectementi 

5 Pnur traverser le cyclotron 'tunnel bleu). pUte/sous au bordde I'^cran et appuyez sur "FIRE." 

6. ftwr traverser les Hublots. place/ k- H/-ms au-desssus et appuyez sur "TIRE " 

7 Attention: b dnxte et b $iuc lie sont intervr-rtw-s dins Funivers ni-gitil imais pas dam le cyckitrnnl' 

A VOUS DEJOUER 

Le jeu i-st situc- a Imtem-ur du compk-xe lui rm-me et k- cyclotnm est utilise c imnx- passage pour a Bet dam certaines parltes dont la< 11- 
srtait autn-menl impossible Vous devez vous assurer que k* tompk-xe entM-r est stable (y compos le compk-xe dim Tunrvers m-gatifi 
Vous fouez le rdle de Fassrslant dont b mission est de stabiliser les deux univers en tmuv.int b nlace conecte de chaque ob(et qu> a /He 
uanspone cbns l umvrrs opjioM- Une lors cette Lithe accompke. vous tk-ve/ vous mctuirt a Sumink. ccHte bataille a lieu a rmterH-ur de 
('Unrvers negatit Vous deve/ k- pourchasscr en uUlisant votre connaissance de b i .ute et votie systt-me radar 
II but le valnen* pour gagner le jeu! 




LES OBJETS 

Ouqur objrt dins noire univers p issede un "double dam Furovers de Suminl 

Si un dr nos < 4«frl\ est passe dim win unrvets. son oppose se trouvem dam le noire. Cet rthanw- dYibpXs n'a ni Leu que dam les pxx n 
(|ui soot mstaMes Si un objti est tronpirte sans avou rte stabilise, il so transiormica en son double' 

Rhw rapportrr un objet dans son untsers d'ongme. il taut stabiliser crt objet en. 

'A) Activant It* ntwge scinttllant ” quand un objrt est transport^ lindiqur par lobjrt Irampiitr d«-servant Want luminruxi 
La st ahilitc de FoWrt est mrliquet- par son <k tat plus l'ob|rt transpirte est j woe he du Want ec latant. plus il est stable 
Si un le larsse tomlxx FobjCt redeviendra instable U 'est a dire qu'il reprendra Li touleur Magenta' 

LE NUAGE SCINTILLANT 

Celutxi vousoKre la piswhtlite de passer d un univets a l autre tool en m.unten.int votre objrt dans le menu- etal 

Pour active* le nuagr, pLw ve vote Him au-dessus tie t rtui-ti et appuyt’/ stir "FRE “ St le "nuagr st mtillant" a ete at live, Fob|rt que vs ms 
tramp irte /1 ommrtx eta,»virer au Want elint ellant et demeurera le memo a mesure que Fumsets i hange auti n« de sous 
le "nuage scintAint" ne put se tleplat ei dans tout let omplm el il ne put pas entrer dans le eye lotion 01 y a un "nuagr st tnWIanC (ta¬ 
les deux unisvts) 


LE PANNEAU D'AFFICHAGE 

tAu has de Fixranl 








D 

• 

• 

• 

(_ A _) 

C 



C b ZD | . J 








CLE 

A Votre Ion e est mdiqu)c par la bane denttpr jaumviougr. Vous ne prove/ que ptdre de FCxsergir, vous deve/ dont essayrr de la 

consents. 

lous contacts asec ties rtres inconnirv vous font perdr* de Frtwrgie les partit ules a I'intenevr du cyclotron laccelrtatitm de partxulesi 
vous font aussi perch* de lenetgir quand elles entrent en collision avvt vous' Il est possible de Iwersur cos pul it ules 

B I'tndic Jteut de temps de Funivers: la fleche mobile* au has tie F reran vous mtmtte quand F univets est sur le point de c hangar les 
electrons sur stare reran d'atfwluge tvrur atfit hageekxtionsl attemdront une masse inEtnirau moment oil runiversest sur It* punt de 
t lunger. Vous ne p nitre/ ni t barker de pet e nr manipuler dobjet pendint que trt rtat est actit 

C Atlu hage (lections Chaquc double piece, t est a dire une |*cxe" plus Min minxr dim I'umvers negat it esl n pi beni^ f>ar un simjile 
electron II y a seize pec es dins < haque unrverv, il y a done seizedrctlQru. Ces pieces puveni etre stables iw mstaMes Quand vous 
stole/ c haque piece pout Lt premri*re lots, son electron apparartra dans I'atome attic he en has et a drotte de I’rt ran Quand vous rte* 
dans une piece. Frtectrrm representant ertte ptrtre tligrvoteta 

Si les detit petes dans t tuque urxvers Mint stables ert elet lion sera vert. St les deut paxes sont instaWes, il seta rouge Si une pirte esl 
stable et I'autre ne tint pas. il seta bleu 

D Sur le cote gauche de Fix ran I’ojrt C|ue vous pine/ est alfx he dim son rtat du moment ll y a trots mdxatturs tuminevx sur le coti> 
droit de Frtnn. 

II I'mdicatrur du haul sera rouge si lesohjels sont dans le mauvais unrvvts. vett s'lh sont dim le bon u rovers 
21 l itvdn ateur t en«r.»l stxa rouge si vous ties dans la mauvatse piixc, vtxt si vous etes dans Li bonne ptixe 
li L'mdicateur du has seta rouge v les obfrts stmt dans le mauvais rtat, vert s'lls sont dam Ic bon rtat 

Irs trots m dual furs lumineut doivcnt done rtre verts avant que vous ne putssiez trousvt sa position esacte dans Li piece. Les 
mdicateuis resletont wxts si Fobfrt est place t arm Uxnent et dans t e tas vous ne piunr/ pas le repwtidre lix tndKaUurs seront 
rouges si l’oh|e< n est pis place corn-t tement 

E Quand loules les ptx es ont rte sulnliviXx, i vous taut trouvex Summk dam Tuniwts negatrt rt le battle 


LE DOUBLE UNIVERS 

Produced by D C Ward 

C W0(> Ocean Sottsv.ue Limited 

Game Design Copyright Denton Designs 1<MW> 




























DOUBLE TAKE 

•*<igrarnrmode, grahscfu* Darstellung und Dnit kvorlagen sind Copyright der Oc ean Sottwau*1 imitcd und durten ohm- schnrtkhe 
< .itK-tvnimjng der vorgenannten Firm.i nit ht vervielfaltigl. gespen hort. auseeliehen Oder in irgendtwti form ubet Rundtunk gesendet 
wvrdtir Am* Roc hte sind wdtwvit vorbehalten Double Take kanri an den Commodore* 64/ 128 Mtciocomputem abgi-spirit wtiden 

DAS SPIEL 

Qa» kihi tst 2 (XW, die lagrs/nt Mrttag, tier Ort nnr 111 h« gmfie, Computer kontroDierte "Einhtil fut die Eriurschung von phyMkabsc hc*n 
Part Rein," mitten in emet oden und unsamen Landv Kjtl, wo man em/ig den Wind heuien hort und das entkinte Brummrn des 
PartAelbeschk*un*gprs untet dec fide 

!>•* fupge IblXhungvissistrnt sit/t an seinem Teiminal, tnnkt setnr x-te Tassc* Kaffer und 1st vh h tier Iragwulr det krttrniraktion. well he 
vin Ixncnmmt ausktal. uherhaunt rwcht bewuBt Seine Unttisuc hung tier Irtstalnbtatsfaktonii von "Antmulene '-Partikein. die wahrend 
m*‘hi ah tin paar Sekunden gehaiten weeded, hatte wring Aulsehen erregen vtttrn unglue klit herwrise zeigto aber tin Weson in eintin 
Jnderrn Zustand grofies Intctr-.se dalut Dies ist SUMINKI 

*m Lehen pbt es immer S|>iegeL DoppcfeSftgM Nk ht\ ist gan/ tinzigartig Nur wrmjsr batten aber geglaubt. daK ihr gan/rs Umwrsum 
"gittoppc* w.ue, daK es hir jeden Gegm Stand in un«wm Universum emen .ihnlii hen Cegensfand in e*>tin entfiegcngrset/trn 
t Inisiisum gain- Dieses entgrgrngesetlte Universum gohort Sumink Das SthKksal rst wn* met stem verdrelil. undSummk langwrth vch' 
li ist tin Kneger ohne Strhlac ht. tin lehen ohm* Bedrutung aber nicht obne Moffnung. Seine Holtnung/ linen Karul tu fin dm /wist fieri 
semem Untvti sum untl unstmn 

Hlotakt h st bnllen tfcr Stalnktatv.iUrme' Drr Raum rutscht until dem As si stent en wvg semi* Bewegungen wiidt*n sttit und stint* Rralitat ist 
n* ht nieht real Durt h ein "Antimatrrie'-Paitifce) hat Sumink semen Kauai gefunden. und e* wartet nicht aui eme wile Chant e Du 
Assistent wtrd in dte sit h%U* Dimension geworten. wo Stabilitat nn Tiaum ist und Ki*alitat nn Mythos, ahii vso rltr KJmpfe genauvi i< kIIn h 
sind. 

Die zwti Umsvcsen stt diem kui/ /usammen. btide werdrn unstabil, Gegenstande rutsc hen von nnem ms amine und alles kommt irn 
f la'Ren /ssisthen unserem positiven untl Summks negativem Universum Autgrund dteser Knlltston kommt n /u verse hiedenm 
fretgmssen 

1 Cegenstande aus umnem Universum vertatm hen ihn* Plat/e nut ihrem Gegenslutk in Summits Umvetsutn 

2 Erne "funkHnde Wolke " wutl krtiert. Dies tst ein Tunnel zwischen den beiden Sciten; Kontakt imt diesci Wolke tunsportiert Dich von 
emit Seitc zur andem! 

I Das Umversum wrandert skIi dnternd und Du kannst plot/In h in\ anden* transportiert werdrn. wenn Du Dich nicht in extent stahden 
Raum betindesl. 


Das /iH des Spuds 

I PLAZIERl All! GECENSTANDt IN IHREM KORRIKIEN UNIVERSUM 
2: BESIEGE SUMINK tNACHDEM STUTE EINS EREEDICT 1ST) 

LADEN 

Wahlt* Modus 1*4 Strike den Joystick m den Port 2 Demos CM/128. SteBe das Diskettenlauhvork an und lege das Programm mit dci 
Beschnltungnachobentin. Tij>(K'LOAD"*," 8,1 (RETURN) DielinltitungwirderMHtinenunddin.it h Lidt suhcLtsProgrammauttunatisch 


STEUERUNGEN 

Das Prugramm wutl mit dem loyslick im Port 2 gesteuert 
AUf 


I INKS HIN/Xltf 
I INKS w 
LINKS MINUNUK 



Kit HIS UIVU ‘I 
«- KECHIS 
Rlt HIS HIM INTER 


MS 

EIRE - FEUtR 


ZUSATZLICHE STEUERUNGEN JOYSTICK/TASTATUR 

1 l)m einen Ciegenstand auf/ubeben. drucke "AB * FRI 

2 Um emen (k*genstaml Uilltn /u Ltssen, drut ke tlie llERTASTE 

I Um die "(unkrlnde Wolke' /u benut/en. dnicke "FIRE" wenn Du uhor *hr bist 

4 Um durch die Wirbelwinde (Tiiicn) /u koenmen, pla/irrr den Heklen uh*i del Ture und ckut ke "AB * FIRE " (Wenn ncbtig pkvciert 
svrkrrt der Spieler dm Kontrolle uber den Heldenl 

5 Um durth den Cyclotron (bktuer Turmell /u komnwn, gehe /um Rand und drucke "FIRE 
b Um durch die Bullaugen /u kommen, pU/itie den Metdenckirulier und drucke TIRE " 

7 Merke Du daB im negatrvrn Universum rechts und Imks vertauve hi sind klber nicht im Cydolmn)| 


SO WIRD GESPIELT 

Das Spiel findet im Komplex dnnnen stalt, und Du muRt suherstt4k*n. daB dci g.m/e K< implex sbikxl ist (aut h dti Kt unplrx un i*eg,il iwn 
Universum) Den Cyclotron bonutfl Du, um zu bestimmten Teilen des Komplexes /u gelangen, wtHc be sonst mcht emicht wtiden 
konnm 

Du sptebt die Rolle des Asvstenten. dossen Aulgabe es ist. die betden Universcn zu scabibs*t'irn Dazu mufs er den nchugen Platz linden fut 
jeden (a-grrwLuvi der ms entgegengesetztc Universum transportiert wurtk* Wenn das ertedigl rst. mu& er gegen Summk kampkii. dieser 
K-imjii fmdot im negalivon Universum statt 
Resiege ihn und gewinne das Srxet 1 




GEGENSTANDE 

leder Gogc-nstand in utiyunt l rwersum h.H «n "Dnppoi" n Surrxnks Urwvorsum Wonn emer unwm Cegpnstande in s«i Unoroum 
fcViutM hs nt. iLinn nt ntn Gogenjbtx in unseres gerutv h! Dor Austaust h win Gegenstandixi hal nur in unslablixi Raumen sUltgHunden 
Dor Transport «nesCofienstardcs, dor nx ht "stat>ilis;eTt~ wordon :st, tubrt «i iruxi Vorwandtung in soin Roppd! Um omen Gegemtand 
/uruck /u vtmrm korrekten Unfvcnum zu tramportioron, muRl Du ihn /ixxsl stabriisieri'n dun h Aktrvxx 1*1 oer 'tunkoindm Wolkr," 
wahrond Du Ihn tragst 


DIE FUNKELNDE WOLKE 

Sir gihl I Hr die Mnpx boil. xxxioinom l Imsvrsum /urn jntlixn /u gebon, wahrond Detn Conxisiand m v*Hx*n 7ustand hWit Um mo nt 
akirvieren. pla/iorsl Du d«xi Holden lix-r dor "Ainkdnden Wfafce” imd dnx kst "EIRI " I^anai (1 bbibt DHnGrgnuttnd im udhon /ustand, 
wahiend m h das l inixxxvxn um Dxh txxum verarwkxl 

I He 'tunki-inde Wnlke” sdiwdit im gan/en humpies herum. abor kummi onto m don Cyclotron hrexxn («•> gibt vine “lunMndo Wolko'm 
beiden Univvfsenr 


DIE ANZEIGETAFEL 

(Union am llildv hirnv 



SCHLUSSEL 

A Dot grun/rote F nergiestuxlen it-lgt Deine Kraft .in Du Lmmt Enorgie nur vodxxm. und muBl somv sjurxam damk umgehon Allor 
Kontakt mil Aufceftrdtschen verringert I Mm* E mxgio. ebenso me KoJIiskmi mit don Part ikein im Cyciutnxi drtrmen 
iPartikelbeschleunigiingi! Au< du*v Partikel kannst Du schieSen. 

B Dor Uniwrvum Zrilan/txger; dor gkilendo Ztxgpr am untom Rand Aim Dit, wann das UnrviXMjm Mth vvrandoft Dx* Elefctmroxi in 
I H*imx An/oige *»x*hr Lleitninen-An/crgei bokommon um*ndlx ho Masse, wonn mc h das Urwvorsum vorandert. in diesem Zustand 
kanml Du wodix don Raum wethscln, mxh Gogensiande monipulxxon 

C Elektronen-An/otge kxkx DoppH-Kaixn. d H jedtx Raum und soin Spiegel irn negatrven Unw-num wild nui von emem [lefctmn 
(fargeslellt In fodem Uniwmum hat in ms h/ohn Raumo, alv» gibt os sethzohn Hektronen Dx*so Raurm* kixmon stabd odor unstabil 
M«m Wonn l>u oinifi Raum zum erstcnmal betnttsi. txstheini som llokUtm m d«*m Atom rot his union aui dom Bildschirm. Worm Du in 
'•morn Raum dnn ixst. lourhlrt dasontfptechmdr Kokin xi aui Worm dio botdon R.uxix»in don boidon Umsxxvri sulxl smd. isi ills 
Eloklnx* jyun. wotin Sx* boide unsuM and. 1 st m ml. urxi worwi oinor stabil r« und dor andero nxht nt os him 

D Dio An/oij(o links stoill don GoRonsLuxi. don Du Rwado Ir.jjjst In soimxn mixmxrtanixi /inland dar Rochls danobon smd dioi lx hi or 
1: IXis ()bi*fsto .si n>l wonn cM (a>jonstand im talst lx*n L nisxxsum isl. #run wonn im nt bligon 
2: Das mittbxo lirhl 1 st ml wonn Du in txnom ialscbon R.ium ixst, ^iun wonn im nchtigon 

3) Das untorsto Lxht isl nrt wimn dix GoRonsland im false Ison Zuvtand isliy.B. posrtrv im no^itivon Umvorsunv'. |{run wonn im nchtigen 
Zustarxi 

St>mit musson alk rlrn lichtorwun son. hosxx I Hi don ru hlifit-n PL»I/ dos Go|(i*nsUndos im Raum findon kannsi. UVnn dor Cogi-nsLtnd 
nt pLi/xit wordon 1 st, bltxben alio dn-i Uhttx grun. und Du Luinst ihn nxht mobr auihobon. AndernfalEs wordon sio rol 

l \%V*nn aMo Raumo slabihwoit sirxi. mu&t Du Sumtnk im rM*gaiM*n Univixstim auhpuron und bosiogon. 


PnxJut t*d by D.l Ward 

1‘W6 Own Software Lmxttxl 
Cfamt* (V*sicn ( 1 xsvm^if Denirxs Douem 1**W> 
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